
Our training modules 
Each partner has created a training module
that will be carried out through the game

Minecraft. Through this platform we managed
to gamify our objectives, don't you think it's

amazing?
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Module 3|  Social/Self-awareness
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Re-motivate young NEET women to enter the labour market
by building their personal branding through gamified training
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Module 1|  Literacy/language and
personal branding 

Module 2|  Literacy/ Personal
branding and structured planning

Module 4| Social/ Team-building

Module 5|Digital/ Data privacy

Module 6| Digital Tools & CV writing06


